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s much as | love 
summer, it really is a 
drag when the sun is 


shining brightly and you feel 
compelled to play a game 
when really you should go 
outside and get a healthy 
dose of Vitamin D. It's gamer 
guilt of a different kind and 
going to suffer from this somewhat 


depressing ailment a lot over the coming weeks as 


not only is the biggest MMORPG on the planet 


about to launch (clue: it's the one on the cover), but 


other massive 
GRID Autosport, 
WatchDogs an 

for our attentio 
the lawn, flying 
daily sniff and s 


Yes | know this is the very definition of a ‘first 
but it's one | personally think about 
month's FirstLook only exacerbates 
ankly, but hell it's good to get 
james that are so close to launch. 
Enjoy the issue! 


world problem’, 


quite a lot. This 
that problem fr 
excited about 


games are about to emerge too, like 


Wolfenstein: The New Order, 
Mario Kart 8. All of which are vying 
n when really we should be mowing 
a kite or taking the dog out for the 

*t-fest that is dubbed ‘a walk’ 
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ctivision and Sledgehammer Games 
A released the first trailer for 

the next entry in gaming's biggest 
annual shooter series, Call of Duty, and 
it stars a certain Kevin ‘Her Pretty Head’ 
Spacey. Oh that's right! That rather chilling 
fella who has starred in the likes of Seven, 
The Usual Suspects and the criminally 
underrated 27. 

Wait, you want to know more about the 
game and not the theatrical record of its 
Hollywood star? Well, okay then... 
Advanced Warfare takes place in 2054, with 
players assuming the role of Private Mitchell 
(voiced by Troy Baker), who is a soldier in a 


. CALL OF DUTY: =" 
\ ADVANCED 
WARFARE 


THE SHOOTER WITH SPACEY 


ETA: 


private military company (PMC) that 
utilises exosuits to protect the world 
against violent intervention by a terrorist 
super-power known as the KVA. This 
premise sounds hokey as hell but with 
Spacey assuming the role as the gloomy 
head of the PMC the player is a part of and 
a boatload of near future tech to play with, 
- including energy weapons, hoverbikes, 
and drones - we're still interested to find 
out why Sledgehammer has elected to 
move the celebrated Call of Duty franchise 
far into the future. Expect to learn all about 
Advanced Warfare at gaming's biggest 
annual shindig, E3. = 
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“+ 
forthe power of Xbox One, 

inges you into a world of spe 
rivals, and the entire world. 


Xbox.com/KinectSportsRivals: 
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PREVIEW 


a _| 
ake no mistake, Grid 2 was a 
game for casual racing fans. 
A motorsport experience 
which sacrificed genre 
staples, like officially licensed series and 
cockpit views and replaced them with 
glitzy urban races, glossy presentation, 
fireworks and souped up production 
cars. This tonal shift left a lot of fans or 
the original GRID feeling marginalised, 
and if you belong in that group, consider 
Autosport your gift-wrapped apology 
from Codemasters. 
This spin-off is everything GRID 2 
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should have been and more, featuring 
the missing features fans cried out 
for like cockpit views, night racing, more 
real-world tracks and best of all, events 
and cars ripped from the World Touring 
Championship, Formula 3 and Endurance 
isciplines. You know, like the first GRID! 
The first game's brilliant career mode 
so makes a welcome return, again 
ffering various team management 
ptions including teammate selection. 
tedit to Codemasters for listening to 

heir fans, Autosport should win plenty 
them back. 
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KILLING oop 2 as 


THE INFESTATION CONTINUES... 


and ‘shooter’ what's the first game that 

comes to mind? Nope, not Left 4 Dead, 
try again. Call of Duty? Really? Let's just cut 
our losses, right now. 

We were referring to Killing Floor, Tripwire 
Interactive's gruesome yet gratifying 
zombie slaughter fest which has become 
a creeper hit since it launched back in May, 
2009. Five years on it seems Tripwire are 
finally ready to talk about Killer Floor 2. The 
sequel takes place just one month after 

the original, with victims of the Horzine 
| Outbreak once again taking centre stage 
with all their horrible mutations and easy to 
peel off viscera. 

The sequel will feature a new melee 
combat system, allowing players to cripple 


ees cee ee 


| f you think of the words ‘zombie; ‘co-op’ 


enemies a la Dead Island, as well as a new 
gore system which will send entrails, 
severed limbs and more flying towards the 
screen. 

Special enemies will apparently be 
smarter too, carefully weighing up wh 
to attack and when to retreat based on 
how player groups behave. Levels will 
accommodate online co-op for as many as 
six players, with bots picking up the slack if 
you don't fancy shooting with your friends. 

The first Killing Floor lacked the polish 
of Valve's Left 4 Dead series, but with the 
protectors of Steam busy with other 
projects, Tripwire Interactive has an 
opportunity to finally step into the big 
leagues and maybe, just maybe, capture 
the public zeitgeist. m 
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MUST HAVES 


Wolfenstein: The New Order 


The Nazi threat is back! You know what to do... 


7 hroughout the past 30 
years, Wolfenstein has 


become a staple of the 
first-person shooter genre 
and in its lifetime it’s been 
rebooted multiple time. Between 
multiplayer-only spin-offs 
(Wolfenstein: Enemy Territory), 
numerous expansions and 
cross-dimensional reboots, the 
series star B.J Blazkowicz has well 
and truly been put through the 
ringer. Despite all this though, 
The New Order might just be his 


‘ debut sports the 


Driveclub 


his oft-delayed arcade 
Te has finally be given a 

definitive release date by 
Sony. The latest work of Evolution 


Studios, commonly known as 
the dev behind Motorstorm, 


best adventure yet. By focusing 
solely on offering an imaginative 
single-player campaign, 
MachineGames has been given 
enough time and resources 

to deliver an interesting and 
surprisingly character-fuelled 
story boasting robot dogs, time- 
travel, truly emotive material and 
enough anger to fuel another 
World War! We've played a hefty 
chunk of The New Order already 
and we know it’s good. Very, 
very, very good. 


kind of community-f 
in that the genre has 
needed for a ver 


innov 


ns have 
nd the rmen 
sums up 


rather ai 


emphasises community 
interaction, fast licensed cars 
and visuals that are simply 
glorious! Here's hoping they can 
offer compelling gameplay to 
back up the stellar graphics. 
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s freeing experience 
ately. 


WATCH DOGS 
ot 


platforms? 


platform allegiances with Watch 
Dogs and by all accounts the open- 


t's been a big month for Plants vs 
Zombies: Garden Warfare. Firstly, 

Popcap confirmed that they will 
be adding micro-transactions to the 
game, as we predicted in FirstLook 


already proven a hit in Japan 


ow about some film 
noir-inspired gaming 
action, with a surreal 


p haunting 
the world in pursuit of his 
murderer? Soul Suspect 
isn't exactly what we'd call 
traditional videogames 
material, but that’s exactly 


why we're so interested 

in it. Third-person action 
adventures don’t come more 
inventive than this! 


ould you look at all those 
Jbisoft harbour 


Issue 14, and secondly they also 
revealed a PC launch date. We're 
looking forward to seeing what the 
PC community makes of this unique 
family-friendly multiplayer shooter. 


intendo has made the 


N undoubtedly brilliant decision 


to bring Tomodachi Life to 
Europe. This life sim/sandbox h 


' ii 
INQUISITION | 


world hack-‘em-up is shaping up 
great. The even better news is that 
t too far off 
the world will finally know 
what all the fuss has been about. 


its bizarre, often hilarious, Al-driven 

content, and soon we'll get to see 

what all the f bout. If you 

mixed Animal Crossing with Twin 
get this game! 


tilising DICE's 
Frostbite 3 engine, 
DA: Inquisition 


might just be the prettiest 
fantasy RPG to date, but this 
sequel from BioWare isn't 
just about high polygon 
models and pretty vistas. 
This release features 
returning characters, more 
impactful moral choices 
and a truly convincing 
open world. Sign us up! 
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HE NEXT GENERATION OF 
‘TION-ADVENTURE GAMING 


FEATURE 
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THE YEAR'S BIGGEST AND , MMORPG 


ver the past year and 

a half we've probably 

written more about 

Wildstar than any other 
games outlet out there, but quite 
frankly the subscription MMORPG 
deserves all the attention we've 
showered upon it. Carbine Studios 
are trying to both change and 
reinvigorate what it means to 
offer an MMORPG in the modern 
era and that's why it’s all so very 
easy to write about. In this article 
though we're going to do things a 
little bit differently. Unlike previous 
coverage, we aren't going to talk 
about one key feature, mode 
or element of Wildstar, instead 


we'te going to write a general 
overview of the game in an 
effort to prepare even the most 
uninitiated for its arrival on June 
3rd, in addition to what we've 
learnt from the Beta and how this 
comedy-filled sci-fi experience will 
change over the coming months. 
Are you ready? We've only got six 
or so pages to play with, so let's 
see how this goes. 


Okay, so you know how The Elder 
Scrolls Online, Guild Wars 2 and Star 
Wars: The Old Republic all place 
story as a core pillar of their 

MMO gameplay? Wildstar doesn't 
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RACES AND FACTIONS 
EXILES DOMINION 


MORDESH GRANOK 
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THE PREMISE 


ns (Exiles and Dominion) rush to colonise an 
lexus’. The paradise planet was home 

0 were a powerful, 
ey mysteriously disappeared 


orld dubbed 
own as the Eldan 


That's up to you rea 
y British imperialist typ: 


who you side with. 
s and the Exiles are 


cheeky cowboy folk that value their freedom over security. Neither 
side is pure good or pure evil really, they just have opposing views 
on how to run the universe. It’s the Exile liberals Versus the Dominion 


conservatives if you will. Freedom versus control. 


really do that. Instead, story is much more of an 
optional feature with no verbose talking head 
cut-scenes or essay-length quest logs to explain 
why you need to harvest a certain area for loot. 
This approach has been divisive, but it allows the 
rest of the game, namely the combat and the 
world of Nexus itself, to take centre stage. There 
are lore cubes and comics scattered around the 
world, but if you just want to smash skulls and 
parade the tokens of your hard work online, 


ae 


Wildstar completely allows you do 
that without having to wait for cut-scenes 
to play out. 

Fast-paced live action combat is the central 
pillar of Wildstar, along with its reliance on 
ground-based telegraphs to communicate 
damage threats and heal opportunties to the 
player. These visual cues mean that it's easy 
to understand the scope of each skill, and 
when coupled with the traditional MMO > 
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FEATURE 


PATHS 


When Wildstar was first announced, paths w 

the most radical feature in the entire game, but s 

this mechanic has been surpassed by all the other nifty 
features Carbine Studios has chucked in. 

Splitting the player base between Scientist, Sold 
Explorer and Settler choices is smart as it gives each player 
another means to interact with the world while activel 
encouraging them to team up with others. For instance, if 
you go down the Soldier path you'll be able to complete 
hold-out missions, where you try and slay different 
enemy waves at predetermined kiosks, but at the same 
time you won't be able to build new components in 
towns (Settler), gain access to underground cave areas 
(Explorer) or utilise a scanbot to decipher ancient artefacts 
(Scientist). Some of this functionality can be enjoyed by 
proxy, but really the Path system is all about incentivising 
players to experiment by creating new characters. 


wy 
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staples of interrupts, pulls, taunts 
and root-based skills, telegraphs 
make the usual slog of killing 
creature after creature much easier 
to bear. 
The classes too are different 
from the typical MMORPG sort, 
with Medics proving more than 
capable of dealing damage in PvP 
arenas (dubbed Battlegrounds) 
than you'd perhaps guess, and 
rolling as a Warrior isn’t just about 
standing around absorbing 
damage while other classes chuck 
in the really powerful attacks. 
Admittedly this is a rudimentary 
explanation of what sets Wildstar 
apart from its competition, but 
its combat is a real difference 
maker. Unlike other MMOs, 
just spamming a single attack 
button and waiting for skills to 
recharge is a shortcut to a quick 
death in Wildstar, Players need 
to be actively aware of their 
surroundings and their skillset 


in addition to dodging and 
countering in order to succeed. 
This is true as soon as you get 
outside of the tutorial zone for 
either faction, and the game only 
gets harder from there. 

It took us around 22 hours 
to get to level 20 with our 
Mordesh Engineer, and that 
was a challenging endeavour, 
and it's that difficulty that keeps 
things refreshing. Additionally, 
players have a lot of skills to play 
with from very early on in the 
levelling curve, regardless of what 
class they choose, and they can 
switch their skills between bouts 
without needing to speak with a 
vendor, so there's no penalty for 
experimenting. Just choose an 
action set and go from there. 

Aside from skills there is also 
the AMP system which is another 


primer for character specialisation, 


thus adding further scope 
to tailor your chosen class to 
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eer (Ranged DPS, Pet class) 
ildstar's Beta first opened, 
was the most popular pal at 
the picnic, but subsequent balance 
ve rendered this class feeling 
htly underpowered. Calling out 
o fight for you feels cool though. 


Warrior (tank and melee pro) 
‘s combat system enables this 
lass to play unlike any 
ORPG out there. We hate 
Tank in other games, but in 
role feels versatile. 


Esper (Fragile, DPS and Healer) 

Two words: ‘Spectral Form’. This super 
attack is one of the most powerful 

in the game, so it’s surprising that it’s 
associated with the Healer class. Roll 


ly the Me main 
titude of different field 
lls, but this chap can 
The 
with this 


alth, DPS and Trapper) 
The Stalker class functions as a good 
ge and momentum- 
ge dealer. This class is 
all about suit power and giant metal 
la vhich have a slight tinge of 
lverine’ about them. 


Spellslinger (Fastmoving Mage) 
This class is fiendishly good fun, 
mainly because it’s so much faster 
than the other classes. Part Medic, 
part Mage, this guy utilises mostlyAoE 
attacks which can interrupt and daze 


FEATURE 
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whatever role you desire, so don’t 
be afraid to experiment with a 
class to at least level 10 to discover 
your ideal spec — getting to level 
10 with a character only takes 
around eight hours or so. 

The split between factions 
during Beta was around 56% 
Dominion versus 44% Exile, 
whereas the class split within each 
faction was fairly even, with no 
class representing more than 19% 
of that side’s population, so don’t 
worry about splits or less-favoured 
classes. These population 
numbers may prove different 
at launch and Carbine regularly 
tweaks class balance, powering up 
certain skills while nerfing others, 
so just choose the combat spec 
that makes the most sense to you. 

The other big difference maker 
with Wildstar is supplemental 
content, like player housing and 
competitive PvP. From level 14, 
players can invest in their own 


customisable slice of Nexus 
via an asteroid plot which they 
can invite their friends to and 
generally mess around in. The 
level of customisation available 
to players in this area is genuinely 
mind-boggling with items able 
to be rotated, resized and placed 
anywhere within a plot. People 
in the community are already 
doing crazy things within their 
own sandbox, like building 
realisticlooking pianos, creating 
hoverboard skateparks and lots 
of other crazy stuff. This trend of 
creativity will only continue once 
players hit cap and get access to 
Warplots (see ‘For The 19¢), and 
in the competitive landscape 
that ability to shock players could 
prove a big combative advantage. 
Much of Wildstar's appeal isn’t 
about the developers providing 
the content, instead it's more 
about Carbine empowering 
players to team up and tackle 


LEVELS TO LOOK 
FORWARD TO 


Wildstar’s levelling process is slower paced than 
traditional MMORPGs, but the rewards for hitting 
a new level are fairly well spread out up to the 
level 50 cap. We've skipped a lot of unlocks on this 
list, as we just wanted to give an overview of the 
major level milestones and when you unlock big 
features like PvP housing, the early skills, mounts 
dungeons and the like. 


LEVEL 2 - 7 new ability 

LEVEL 3 — / new ability, PvP Duels 
LEVEL 6 — First Battleground (PVP zone) 
unlocked: Walatiki Temple, 3 new abilities 
LEVEL 10 — Tradeskills (crafting/ 
environment harvesting) 

LEVEL 12 — Guild Creation 

LEVEL 14 — Housing 

LEVEL 15 — Riot in the Void (First 
adventure/story instance zone) 
Ground-based mounts, runecrafting 
LEVEL 20 — Stormtalon’s Lair and Ruins of 
Kel Voreth dungeons 

LEVEL 25 — Hoverboards 

LEVEL 30 — All 8 skill slots now open in 
the hotbar 

LEVEL 36 — Spacious Houses 

LEVEL 50 — Arenas (ranked PvP), 
Warplots (40 vs 40 PvP based around teams 
customising their own bases), Veteran 
difficulty for Dungeons and Adventures, 
Genetic Archives (20 Man raid), Datascape 
(40 Man Raid) 
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FOR THE 1% 


So you think you're hardcore and that no MMORPG ever 
could offer a challenge that you and your guildmate 
cronies could fail to beat? Think again my friend, as 
Wildstar's 40 vs 40 Warplots and harder than diamond 
raids will put you and your buddies through the ringer. 
Both of these features only unlock once you reach level 
cap (50), but let's take a look at the competitive angle 
first. Warplots are essentially bases you design in Wildstar 
and matches involve you pitting your team of 39 other 
dudes and your base against a similarly populated team. 
The first team to neutralise the other team’s base by 
avoiding/killing the traps, bots or bosses they've set up 
while taking out two different base reactors wins. A team 
can also be deemed victorious by draining the ot! 

side's number of spawns, but that’s a hollow victory. 

On the PVE side, raids represent the biggest challenge 
in the game for 20-40 players. Prepare to see the most 
elaborate attack telegraphs ever seen in any MMO, with 
raids typically boasting halfa-dozen bosses, a dozen 
mini-bosses and environments which are more than 
ready to Zap your character's health to zer0, via orange 
mushrooms of doom 
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the parts of the experience they 
enjoy. Yes this is a theme park 
MMORPG with a story and lots of 
different, exciting sights to see and 
moments to savour, but at the 
same time if you just want to level 
by taking part in PvP matches 
then you can totally do that. If 

you aren't into the story at all and 
just want to build up your house 
that's totally possible as well. Hell, 
even if you just want a world 
where you can cruise around on 

a customisable hoverboard with 
your friends or take part in grand 
naked Chua runs, Wildstar has your 
back there as well. 

Our own biggest take away 
from playing Wildstar is the 
mount-based traversal system. 
Being able to zoom around towns 
and various zones while on our 
upgraded Hoverboard reminded 
us of flying around City of Heroes’ 
Paragon City back in the day, and 
that’s something we didn’t in our 
wildest dreams expect before we 
sat down, installed the Beta client 


and started playing. 


LAUNCH AND BEYOND 
Every MMORPG in history has 
launched with problems, be it 


long waits to log into the game, 


account problems or whatever. 
No doubt something bad will 


MODS 


Usually when a MMORPG launches, the number of mods 
out there is pretty low, as coders haven't had the time to 
around with the game. This isn’t the case with Wildstar. 
e Studios wisely decided to open up their game to 
mnmunity several months before launch, and as a result 
there i is valreadll plenty of community-made content out there 
ely improves the minute-to-minute gameplay 
experience. Do you want to change the control scheme from 
an MMO to a third-person RPG? Check out CombatMode+ 
and Deadlock. How about tweaking the POV settings so eye 
fatigue is minimalised? CustomFOV will sort you out! All the 
mods tend to come from Curse.com/Wildstar, and if 
sure whether a mod is pen a post on Reddit. 
ildstar and the community will help you out. With 
any luck, Carbine Studios will publish a list of cleared third 
party mods/plug-ins pri ch to avoid confusion. 
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We always knew that Wildstar's housing component 
was going to prove an obsession for us. Still, the ability 
to own a house in an MMORPG isn't exactly new, but 
Carbine Studios has put their own spin on it by allowing 
gamers to manipulate objects like beds, lamps, tables, 
chairs, alligator rugs or whatever by tweaking the size and 
angle in which they're placed in the world. This option 
sounds minor but it allows players to construct truly 
impressive pieces of art using these items as building 
blocks. The way housing works is this: at level 14 you're 
able to purchase your first house on your own little plot. 
From there you can put whatever you like in your house 
as long as you can afford it with in-game gold. Not only 
that, you can also change the sky, light and ambi 


pretty sharpish. Spend folks! 
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happen when Headstart access 
begins for Wildstar on May 31st 
and even if it doesn’t there are 
still enough problems out there 
continuing on from the Beta - 
ranging from client optimisation 
problems to visual bugs and 
sound issues - for players to still 
have room to complain. If you're 
looking for a pain-free gaming, 
Wildstar won't offer that at launch, 
but Carbine Studios are quashing 
issues at an impressive rate. 
Problems aside, the team 
already has plans for a new high- 
evel zone dubbed Blighthaven to 
be added to the game within 28 
days of launch and that’s before 
the first subscription payment is 
due. In the second month after 
launch a new 15 vs 15 PvP map 


Blighthaven will go 
e within 28 days of 
tars launch. 


dubbed Daggerstone Pass will 
also be added. In total, Carbine 
Studios are working on 50+ zones 
to be added to the game over the 
next year, with new content due 


every single month, delivered only 


for the price of the subscription 
fee. 


Well, this is the really big question 
isn't it? And the only person who 
can answer it really is you. All we 
can tell you is that we've had 

a blast covering Wildstar over 

the past 18 months and during 
the process we've spent at least 
50 hours with the game and 
recommended it to all our friends, 
despite its (at times substantial) 
growing pains. What we're saying 
is this: give Wildstar a go. There are 


still enough opportunities to play 
this MMORPG for free, even after 
launch via complimentary 7-day 
trial codes included with every 
copy of the game, so apart from 
the hefty amount of time it takes 
to download the game client, 
what do you have to lose? 

Even if you don't particularly 
have a passion for MMORPGs 
we'd bet dollars to donuts that 
you'd be able to find something 
within Wildstar that will personally 
speak to you and that our friends 
is certainly worth discovering. 
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Weeks from launch we catch up with the vc 


ow that we've explained 
N almost everything there is 

to know about Wildstar in 
comprehensive detail, there’s 
only one thing left to do- havea 
chat with Carbine Studios 
themselves to ask how their 
debut MMORPG is shaping up 
prior to launch on Tuesday, June 
3rd. The Californian outfit put up 
Producer and Devspeak 
champion Stephen Frost to 
answer our questions and his 
responses were refreshingly 
forthright. Go #TeamFrost... 


So we're talking to you with 
around a month left until Wildstar 
launches. How exciting is that? 
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Yeah it’s exciting and scary! 
Launch days are never smooth, 
even if people are like, That was 
a smooth launch for an MMO’ 
Everybody behind the scenes will 
still be pulling their hair out just 
like it’s Vietnam — it's crazy! We'll 
see what happens. 


Do you guys know what 

you'll be doing launch day. 
Will there be time fora 

launch party or any kind of 
celebratory shindig? 

No, no, no — we'll be in the game. 
We have to be in the office, ready 
to go in case anything happens. 
Youtte basically like a doctor on call. 
If something happens then you 


ee 


have to be there, whether it’s lam 
or 2am in the morning. | feel really 
bad for our live-ops Producers, 

as they are the ones that have to 
find what the problems are, talk 
with the dev team and then get it 
figured out with the programmers 
or anyone else. There's a lot of stuff 
we have to handle. It'll probably 
be two or three months before we 
get a launch party. 


What's been really refreshing 
with Wildstar is that press and 
Beta testers have had access 
to the game for around eight 
months (or more) prior to 
launch. How has it been for 
you guys to have had a near- 


ow things are going... 


constant feedback loop so 
long prior to launch? 

We collect feedback through 

a few ways: the first is through 
forums, whether it’s videos or 
people posting on Reddit, Twitter 
or whatever to identify what the 
hot button issues are. Then we 
also have Directors of the game 
(Programming Director, Design 
Director, Art Director, etc), all 
come into the room and discuss 
their own perspective on the way 
things should be. We often listen 
to what people say and we try to 
react to those things, so we have 
a big meeting where we all come 
together, air our views, yell at each 
other, and then at the end we all 
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give each other hugs and leave the 
room. Then we fix the things we 
need to, and repeat that formula 
the next week. 


The June 3rd release date for 
Wildstar wasn’t revealed until 
April. Why did you announce so 
late and what was it like being 
part of that process? 

As a Producer, | like having deadlines 
and something to aim for. If you 
could develop forever while 
maintaining a huge budget, you'd 
never ship anything! You'd just keep 
working on it, so it’s good to have a 
point where you say, This is it! We're 
going to work towards that, that’s 
where our goal is. Of course we 
would have wanted extensions 

and more time and things like that, 
but there's a point where you have 
to say, This is pretty damn good, 
we need to get this out!’ We feel 
pretty confident in Wildstar in its 
current state. 
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How difficult was it to keep 
Warplots under wraps for so 
long? We know, it’s something 
that you are particularly 
passionate about. 

I'm going to tell you a little secret, 
fat Carbine] we're terrible at keeping 
anything under wraps — myself 
included. I've flubbed so many 
reveals to the press and Uleremy] 
Gaffney (Executive Producer at 
Carbine Studios) is really bad at 

it too! It was especially difficult 
because we wanted to talk about 
Warplots for a while, and recently 
we put it in the Beta and had more 
testing on it. 
Right now, Warplots are a big 
focus for us. Specifically right now, 
what we're doing is optimisation 

and tweaking future content - that's 
all that we're working on. When we 
debuted Warplots, a lot of what we 
did was just talk about the concept 
behind the mode. We'll be tuning 
Warplots and its mechanics literally 
right up until the day we launch, 


just to make sure it all works. When 
we're doing those tweaks, it isn’t 
like, ‘Hey guys, let's add planes so 
that players can fly around and 
bomb stuff All our developers 
would just be flipping desks at that 
point, so all we're doing right now 
is listening to people and trying 

to get the game as optimised as 
much as we can. 


It’s been really interesting 
hanging around the /r/Wildstar 
subreddit, as optimisation 

is the number one issue on 
everybody's minds. How 
many people are working on 
optimisation currently and 
how high a priority is it for 
Carbine? 

That is basically what the 
programmers are working on right 
now. The first thing that you have 
to do when you'e making a game 
is create tools and systems that 
allow designers to make content 
and put it in the game. We'e at a 
point where we aren't really adding 
that many new systems, we're just 


taking the existing systems we 
have and trying to refine them, 
fix them and make the client 

run smoother. Optimisation is 
something we've been focusing 
on for the past couple of months. 
You'll notice that build after 
build, time after time, we will 
improve things by a grand scale. 
We've been busting our asses 
trying to make sure that this game 
is as awesome as we possibly can 
make it. Optimisation is huge, 
specifically for raids and Warplots, 
because players work their asses 
off to get to those things. We don't 
want it to have it be two frames 
per second once you get in there, 
as again you'll flip your desk! We're 
focusing on it heavily, it's what our 
programmers are working on.m > 


66 ett now, what we’re 
loing is optimisation 
and tweaking future 
content - that’s all that 
we’re working on 99 
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the one that has to set up a lot of 
the tests, so that we can get the 

40 people we need, so they can 
run through content and have our 
programmers look at it, so they can 
say ‘Okay this is what needs to be 
fixed, ‘lm seeing lag spikes when 
this happens’ etc. 


With Wildstar's live-action 
combat you really notice when 
there are issues associated 
with lag or framerate drops. 
You mentioned it effecting 
Warplots and raids, but even 
in the more standard Arena 
PvP these lost frames or lag 
spikes can cause problems. 
This is obviously where data 


When we get the 
Frankfurt infrastructure 
up, that will alleviate a 
lot of the stress the EU 

guys are seeing 
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centres come in and the user's 
proximity to said servers. 
Whatis the situation on the 
European server for Wildstar? 
It isn't live yet, it'll launch in a couple 
of weeks. Frankfurt, Germany 

is where we will launch our EU 
servers. Right now, European 
people are playing on US-based 
servers and | apologise for that as it 
means you will lag a little bit. When 
we get the Frankfurt infrastructure 
up, that will alleviate a lot of the 
stress the EU guys are seeing. 


Australia and the Oceania 
region generally gets neglected 
by alot of MMO developers and 
publishers. Obviously a lot of 
Wildstar’s appeal depends on 
the user having a good ping, 
and you guys have previously 
stated that it’s a ‘cart before the 
horse’ kind of problem, where 
you need to have an active 
player base in Australia in order 
to feel comfortable in setting 


bg 
Lida 
upa server farm there, yet at 
the same time players won't 
be happy with the Wildstar 
experience if they have to dial 
into a USA server rather than a 
local one. Would you say that 
this an accurate portrayal of 
the Oceania enigma? 
Here's what | will say about 
Oceania. They will consistently let 
you know that they want servers 
there —a lot! The problem is the 
opulation and the money that it 
costs us to put servers there. If you 
can supply the people, we can 
supply the servers most definitely, 
ut again you have to show that 
there's a large enough population 
there that we can do that for, 
ecause typically there aren't as 
many people that are playing 
there. | know that's a crappy 
answer to give but it’s the honest 
one. Also, we need to see how 


we're going to do in these territories 
immediately. We need to see what 
happens in Europe, in the US and 
we'll be launching in other territories 
as well, so there's a lot of stuff we 
need to take into consideration. 
What | will say though is that we 
hear you Oceania! | read a lot of the 
//NWildstar subreddit stuff and it's 
something we see all the time. It’s all 
about population, if you can give us 
that, we'll give you support. 


Obviously it’s difficult to keep 
everyone happy and the 
amount of Wildstar content 

on offer, and the access to 

that content, has been really 
impressive so far. Is it ever 
frustrating when you put 
questions out to the community 
and they say, ‘X feature is great, 
but wouldn't it be awesome if 

Y was in there as well?’ Is that > 
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ever disheartening to see those 
requests? Adding in skate 
parks and mount races is a 
pretty popular suggestion at 
the moment... 

Is it disheartening that people ask 
for more from our game? | look at 
that as a complete success! If that 
is what people are complaining 
about? Fantastic! Right now our 
main focus is to get the game 
out and get it optimised as much 
as we can. For example, if we 
decided to get a skate park in with 
tricks before launch, that would 
mean no optimisation, which for 
obvious reasons we can't do that! 
We have to optimise stuff It's all 
about patience and priority and 
that's when a lot of what | do as a 
Producer comes into play. Certain 
developers will come up to me 
and be like, ‘I want to do all these 
things’ and | can only say to them 
‘You only have time for this much. 
What do you want to do? What's 
important? Let's prioritise and 
figure that out’, 
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Personally though, as a fan of 
the Tony Hawk series, | would love 
to have a skate park with grinding 
and all that, but it will take a while 
efore we are able to get to that. 
There is a guy in the community 
that basically made a hoverboard 
park in his housing plot, so that’s the 
cool thing about housing — you can 
ind of make your own thing. There 
isa mount race that's already in the 
game, but it isn’t multiplayer, it’s a 
challenge players can do. There are 
eople that would love to do this 
ind of stuff within Carbine, and it is 
something we have thought about 

efore and of course players would 
love that, but it’s all about priorities 
right now and we've really got to 
get stuff optimised. 


Can you tell us what sort of 
update schedule you have 
planned for Wildstar? 

What we're going to do is add new 
content to the game regularly, 

so month after month we'll add 
new things whether that's a new 


battleground, zone, etc. For 
example, before month one is up, 
28 days after launch, we're going to 
put in a brand new zone. 

Month after month you'll see 
new content updates and that's 
because we want to keep people 
around. We don't want to have 
people pay for something to get 
in and then need to pay for more 
stuff. You pay for your subscription, 
like HBO. Imagine if HBO charged 
extra money for you to watch a 
show like Game of Thrones? No! 
We're adding those things in for no 
extra cost on a monthly basis. 
Agfeat example of that is our 
artefact weapons system, which 
we've talked about before. Basically 
they are the best of the best 
weapons you can find in the game. 
If have an artefact sword it'll have 
a bunch of quests associated with 
itand as | do those quests that 
sword becomes more powerful 
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66 People love Wildstar 
and we want them to 


know that we really 
appreciate that 
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and awesome. The cool thing is 
though if, let's say, we increase the 
level cap to 10 levels higher in an 
expansion or whatever, this artefact 
system means that we can just add 
new quests to that weapon in order 
to keep its stats relevant. Rather than 
the traditional, ‘Oh | worked my ass 
off for this but now the cap is 10 
levels higher and it’s useless now, 
see ya weapon!" We'e trying to 
retain that idea for other weapons 
and armour. 


ArenaNet has started an arms 

race in the MMORPG genre with 

its two-week update schedule 

for Guild Wars 2,whichthey’ve > 
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since eased off on a bit. Is the chance of players running into 
that something you guys feel each other in the world. If you're 
pressured to match? laying an MMO and nobody else 
We aren't going to do the two- is there it sucks, the whole point 
week update thing, as that's just too of an MMO is that you see other 
crazy! We have a lot of stuff that’s eople. We wanted to make sure 
already done for post-launch. In it was a streamlined thing and that 
fact, when we started working on everybody went to the same zones 
Wildstar we had a lot of extra zones. and funneled in, so you saw other 
We know how to make a great layers all the time. We made a 
zone and we regularly made them, development call and decided to 
and we have a lot of them. What just add these things in later. 
we're doing now is just polishing Most of this new content is large 
them up, so we can release them enough that a month-long update 
post-launch. We noticed in other cycle really isn't a problem, and it’s 
games, that when you have 82,000 all included in the subscription 
Zones at launch or whatever, players rice which is a really good deal. 
only care about getting to the end. Also the cool thing is that we don't 
And another thing is that if you have voiceover audio for every 
have too many options, you lessen single character in the game, so we 


? can add new content quickly. 
The raids however 


will be the ridiculous Do you think the incredibly 


difficult nature of high-level 


stu ff that will keep raid content helps keep people 

Hh e [h ardcore 1% hooked on Wildstar in the long 
° 5 haul? 

playing Wildstar Yeah, | think so. It depends on what 
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it is. The PvE stuff won't be brutal, 
though — if you've play MMOs and 
have a pulse you'll be fine. The 
raids however will be the ridiculous 
stuff that'll keep the [hardcore] 1% 
playing Wildstar | think, because 
they will be like ‘Oh my god, this 

is so difficult, but | won't let it beat 
mel’ That's the whole goal with 
them. They are the masochists and 
we have to make sure that they 

are happy with that stuff With the 
other game mechanics, we have to 
make sure we have more content 
coming in regularly. 


You guys all seem to hang 

out in /r/Wildstar a lot which 

is refreshing, as a lot of 
MMORPG makers tend to stay 
away from third-party forums. 
From my perspective, when | was 
not in the games industry | was 
always wondering who these 
people were who made these 
games. | remember watching a 
video at the end of Tony Hawk 3 
which showed devs just messing 
around making games and | 


thought, man that looks awesome! | 
want to work in the games industry! 
When we do the Vines and stuff 
ike that, it's to give people a view 
—andit's a ridiculous one — of our 
developers and what they do. This 
hilosophy goes into forums and 
Reddit, Facebook and Twitter, and 
try to respond to as many people 
as | possibly can because if anybody 
takes the time to go out of their way 
to talk to me about Wildstar then 
'm extremely happy that they've 
done that and I'm trying to be that 
guy who talks to people. People 

ave written messages to me after 
've responded to them and they've 

een like, ‘You actually responded to 
me, that's amazing! It’s a big thing 
‘or us and we're happy that there are 
ans of this game. We love Wildstar, 
and people love it too and we 
want them to know that we really 
appreciate that. 


Sounds like Frosty likes fielding 
community questions, doesn’t it? 
Well, let’s chuck more his way 


via/r/Wildstar! 
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1. Does Frost see any chance of minimap, worldmap and/or chat system upgrades or 
refinements? Which co-worker does he like to beat in PvP the most? AnvilRockGuy 
Well, Pappy obviously! Here's the thing, | shouldn't say that as it’s simplistic, but Pappy thinks 
he is really good at games, but he's just terrible. T-E-R-R-I-B-L-E at videogames! It's funny to 

me when he says, “Oh dude, my neck hurts. | can't see straight right now okay? | had a bit too 
much to drink last night..." He always has an excuse! | like playing against the class guys as well 
because they know the classes so well that it’s a challenging fight! About the mini-map and 
chat refinements. .. in the future perhaps, but not before launch. 


2. Are they giving Frosty’s hairdo to the Exiles or the Dominion? SpellsofWar 
I don't even know what this question means! My hairdo is probably more Exile than Dominion 
per se, but lam more Dominion personally. 


3. Why aren’t there more Vine updates on the Carbine Team? Se_7_eN 

'm excessively busy! I've been in the office, but barely. | was at PAX East not too long ago 

and I've been in Europe for the past week. There's been a lot of people asking about this at 
community events saying, 'l haven't seen many Vines recently...’ Alright, I'm sorry! | also feel like 
that guy, you know when I'm running around with the phone filming a Vine. Everyone is like 
hard at work and I'm like, ‘Okay when you do this, can you look a bit more serious?’ I'm directing 
Vines like an a-hole, people are actually working so it makes me feel a little bit bad, but I'll try 
and do more Vines when | get back. 


4. How do Carbine feel class balancing is going? Frequent_WS 

think it's going pretty well. Right now the class team is entirely committed to bug-fixing and 
alancing, and they've been doing that for the past couple of months. I'm happy with the way 
hat our classes turned out because our limited action set allows you to pick your own style 

of play. I'm not sure if there's one specific set that works out the best for everything. I'm sure 
people will write in to prove me wrong in some sort of fashion, but from what we've seen and 
even within the community, | don't know of one specific action set that works out the best, as 
our combat system is so skill-based. | think it's going great, and again, it’s funny because people 
come up to me at events and say, “How come you nerfed the Medic?” And | say, “Well, we do 
this because we hate the Medic!” (laughs) 

No, no we do this because we look at the metrics; we look at each class, how many deaths 
and how many kills there are per level, and if there's there a big discrepancy between those 
figures. We also look at the forums and take note of all these different sets of data to figure it 
out. There are usually solid reasons for what we do, but class balance can never be perfect, 
despite what [Hugh] Shelton (lead class Designer) says. We have to consistently work on that, 
and that's what those guys work on day after day. 
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5. WILL THEY EVER ENLARGE CHUA PSYBLADES AND SPELLSLINGER PISTOLS IN 
GENERAL?!?! DEAR GOD THEY NEED TO. GeckoGuy01 

Perhaps later, but not at launch. Personally | think they are fine, but if the community pushes for 
that then we'll look into it. 


6. Ask how Frost feels about community-created content contests e.g. similar to 
the Metal Maw design even at Gamescom or say creating a NPC or a Shiphand/ 
Adventure plot line once a year and then implementing it into the game. Mectrid 
That Metal Maw community event at gamescom was a pretty big success, but the question 
would be: where would we put new community-made bosses? That's quite a big expense. 
That means you need a concept artist to draw it with everyone in the community, a tech artist 
to create a skeleton, a 3D modeller to get all that stuff, texture artists, animators, VFX guys, 
designers, it’s just huge! It’s possible and | liked how that turned out. We use Metal Maw all over 
the place in the game! 


7. City of Heroes had a fantastic quest creator tool dubbed the Mission Architect, 
which allowed players to create their own in-game story content. Do you think 
Wildstar could ever boast something like that? GamingGoodness 

Right, I'm going to sound like a dick when | respond to this and | apologise for that right off the 
at. If you look at other games that have player-created content, what are the most popular 
missions? The most popular missions are the ones that grant XP the fastest. Hitman: Absolution 
had a mode where you could create your own mission, and what was the most popular 
mission? It's the one where you walk in and three feet in front of you is the target, you shoot 
him, put the body in the nearby locker and you get a loads of XP for doing two seconds o' 
work. It's the same with other games as well. So personally speaking, | don't think that people in 
the community really like those things, as in, ‘Man | need this’ It’s more of a, This is cool because 
level faster’, So | don't know if Id want something like that in Wildstar, but ultimately that isn’t 
my call either. lf there was a big push [from the community] we could put something like that 
in there, but that’s my own personal design perspective on that. 


8. Where do you want Wildstar to be a six months to a year after launch? Hirro121 
would love it if we had a very strong community that plays through our stuff regularly. When 
you make these games, you're making a bunch of different games in one. My hope is that 
each of the communities within Wildstar— the dungeon community, housing community or 
whatever — is happy with what we've made and the content we continue to make. | like the 
rocess that we've been going through and the development of listening to people. When 
we put out these raids there will be things wrong with them and that’s okay, we'll listen to that 
feedback and make them better. As long as we get the subscription numbers that allow us to 
ep our jobs and continue to roll out content, that would be a good place to be. | would like 
to keep doing what we're doing. 
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Wolfenstein: The New Order 

PC couldn't make its way 
into this issue. Yeah, we were 
disappointed by that too, but 
seeing as we had previously 
spent over five hours with 
MachineGames' exciting 

and surprisingly emotional 
first-person shooter reboot, 
we decided to write about it 
again anyway — pooling our 
thoughts together in several 
salient bulletpoints to give 
you an impression of why this 
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hanks to code not 
arriving before our 
deadline, a review of 


Wolfenstein, an experience 


which isn’t by series creators id 
Software and doesn't boast any 
multiplayer whatsoever, is still 
absolutely worth your time. 

To put it simply, we've 
played Wolfenstein: The New 
Order for hours on end already, 
so we know it's good. We also 
know.what its ace features are 
and most importantly, what 
sets .itapart from the litany 
of other big-budget modern 
day shooters out there. Read 
on to find out why you must, 
Must, MUST play this new 
breed of Wolfy... 
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le‘ve used the above term before sy 
VAY Foc describing Wolfenstein: The t ¢ 
New Order, nevertheless you might 

raise your eyebrows when attempting to decipher precisely it means. A shooter with a soul 
is a term we've coined for intelligent FPS titles like Half-Life, Deus Ex, Unreal and BioShock. 
These games aren't just corridor fragfests in the guise of Call of Duty and Medal of Honor, 
but instead they offer moments which engage your brain and your soul in addition to 
your trigger finger. Wolfenstein: The New Order belongs in this esteemed shooter with soul 
category for a multitude of reasons, most of which we'll explore in the next few pages, 
but the number one qualifier for us is that MachineGames’ reboot does some really daring 
hings with the tried and tested ‘Aren't Nazis bastards?’ source material. 

Against all odds, MachineGames has actually made the esteemed, gruff and somewhat 
preposterously named war veteran protagonist B.J. Blazkowicz into a well-rounded 
character, with clear motivations and enough physical and mental scars to make him 
an easy sponge for player empathy. Throughout the campaign plenty of characters join 
him in his efforts to destroy the Nazi war machine, and they too are similarly well written. 
The campaign offers up brave and relentlessly dark material that will make you feel 
uncomfortable, sad and genuinely angry towards the Nazi aggressors, which for a shooter 
is undoubtedly noteworthy. Yes there are some schlocky moments, but these are fewer in 
requency than you'd expect. More games should offer emotionally charged and somewhat 
controversial content than they currently do, and New Order has all that. This breed of 
/olfenstein is undoubtedly a shooter with soul and its uncompromising view of a Nazi-run 
world from 1940s to 1960s is undoubtedly a reality players will feel compelled to change. 
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EPIDI Another week, another QnA! See 
| what the developer has to say to 
your feedback this time — 
P ittp://t.colywSAPZBxoW 


Thanks to everyone who tuned 
into our Dead Island Epidemic 
stream! We rather enjoyed 
ourselves. 


Ie played 10 matches of Dead 
Island: Epidemic’s Scavenger 
mode and | havent ost yet. Not 
bad fora MOBA newbie! 


~ ee 
Strategic zombie slaughter... 
EF: us for borrowing a word from this game's 


unimaginative title, but the spread of free-to-play 
MOBAs (Multiplayer Online Battle Arena) has 
reached epidemic proportions as of late. Every publisher 
out there, and we really do mean every single one, is 
trying to find a game which might just steal a few million 
players away from League of Legends’ 27 million strong 
community. Valve has DOTA 2, Blizzard are working hard 
on Heroes of the Storm, Warner Bros. has the Batman and 
Superman enhanced Infinite Storm and now Deep Silver 
are chucking their zombie-infested hat into the hardcore 
PvP ring with Dead Island: Epidemic. 
It’s easy to view the emergence of all these similar 
competitive online experiences in a cynical light, 
especially when they are commonly so cack-handidly 
affiliated with existing franchises. This is probably the 
number one reason why we didn’t expect much when 
we played a few matches in Epidemic’s Open Beta earlier 
this month, but against all odds, we actually enjoyed 
ourselves. In fact, we'd go as far to say that we enjoyed 
this form of Dead Island more so than any other, and 
that’s purely because the zombie slaughter here feels 
much more fun and surprisingly unique. 
Sporting an isometric perspective, Epidemic feels 
like Diablo Ill when you first get your hands on it, only 
players directly control their character with W,A,S,D keys 
in addition to mouse clicking for attacks. A brief tutorial 
explains the infested tropical island premise and how 
to attack zombies, with attacks split across ranged and 
melee weaponry capable of stunning and interrupting 
enemy movement and skills, but the really interesting 
stuff kicks in once you start fighting other players. 
There are two competitive modes in Epidemic’s 
Beta at the time of writing, the first is the co-op Horde 
ee OE eee 
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“Sporting an isometric 
perspective, Epidemic feels 
: like Diablo Il 
when you first get your 
hands on it” 
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mode that supports as many as 
four players attempting to make 
their way through linear zombie- 
infested levels, fighting off waves 
of the undead, capturing points 
on the map and progressing to 

a final battle involving a super- 
powered member of the infected. 
The second mode is Battle Royale 
which is best summed up as a 4 
vs 4 vs 4 tug of war experience, 
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with combatants fighting over 
capture points which contribute 
tickets to an overall win tally 
every second. Owning points 
isn't the only way to win, though. 
Wisely, experienced MOBA maker 
Stunlock studios has also added 
a supply mechanic with killed 
enemies and bosses dropping 
supply boxes which can be 
cashed in via your team's HQ 
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to also contribute to the point 
limit. As you'r killing zombies, 
capturing points and generally 
raising hell, your character is also 
levelling up, earning points to 
improve their five hot bar abilities. 
If all this competitive gameplay 
sounds a tad confusing and ever 
so slightly chaotic, that's because 
it is, but that doesn't stop the 
action feeling really endearing 
and entertaining. Competitive 
matches usually last around 10 
minutes and end when the top 
two teams the limit, leaving one as 
the unavoidable loser, and when 
your plucky squad of four reaches 
the top of the scoreboard it rarely 
feels anything less than epic. 
hat's something few MOBAs can 
jaim, apart from the big boys, 
nd that's frankly why Epidemic 
eserves your attention, more so 
han any other League of Legends 
‘opycats out there. 
There are a few other features 
we haven't talked about 
though, like the ability to craft 
new weapons for your chosen 
character with recipes and 
components you find on the 
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battlefield, the ability to buy new 
characters for in-game or real cash, - € 
as well as a persistent progression 
mechanic between matches for 
said characters, with XP able to | 
be spent on unlocking new skills | 
and weapon enhancements. 
All these aspects are designed 
to keep players busy between 
matches, but the grind associated 
with progression isn't anywhere 
near as interesting as the strategy 
associated with matches when 
teams are all voiced up and ol Natale = — 
together in harmony. 
We expected Epidemic to be 3 
another shameless MOBA cash-in, 
but what we played was much, 


much better than that. Soon this . 

release will enter open Beta and = 

when it does you really do owe it to a 
aes 5 5 

yourself to give it a try. An accessible =~ 


MOBA for the zombie-obsessed 
masses if you will. m= 
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More mech-on-mech action from Japan 


e havea 
hate relationship with the 
Dynasty Warriors Gundam 


series. There's no doubt that Tecmo’s 


patented Dynasty 


formu 


it of a love/ 


arriors gameplay 
la of having a single warrior 


face off against literally thousands 


of other lesser com! 


atants is 


undoubtedly a good fit for the 
world’s most popular mech series, 


and th 
inad 
from t 
univer: 


e studio has done their part 
ing as many beloved suits 

e franchise's many different 
ses as possible, but after 


producing three games in this 


spin-ol 


ff series we're kind of 


scratcl 
new ol 


ing our heads as to why a 
ne is required. 


Dynasty Warriors Gundam 3 


encapsulated what it means to 
be a war god in a mechanised 
suit perfectly, so we're honestly 


“After producing three 


games in this spin-off 

series we're kind of 

scratching our head's 

as to why a new one 
is required?” 


wondering what Reborn could 
possibly bring to the mix. That title 
too is a bit troubling, after all why 
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make something ‘reborn’ if there's 
wrong with it in the first place? 


Already released in Japan, Gundam 
Reborn features 120 suits from the 
anime series’ 24-year history, new 
more realistic visuals, revised space 
battles and a campaign mode which 
combines the Universal Century with 
the Cosmic Era in an all-new storyline. 
That's pretty much all we can see 
that's different, which for an all-new 
release is a bit disappointing. 


Yes, more DW Gundam is fun, and 

yes, we do appreciate Tecmo 

ringing this latest entry to the West, 
albeit via a digital-only PS3 release, 
but honestly we expect more. It’s 
time for the Gundam license to be 
used for something more than just a 
brainless hack-and-slash-a-thon, but if 
we keep putting up with these 
rinse-and-repeat sequels that won't 
happen. Give us something 
genuinely new Tecmo, please. m 
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Grappling with SUCCESS... 


ever predict anything when 
N it comes to crowd-funding. 

We would have bet the 
worth of all our office PCs combined 
on JetGetters becoming another 
ickstarter-funded hit for tinyBuild 
Games, more commonly known 
as the indie dev turned publisher 
ehind the Flash platformer No 
Time To Explain, but things didn’t 
quite pan out that way for their 
latest ‘big idea’ 

JetGetters is essentially a 

multiplayer aerial shooter, with every 
player boasting a grappling hook 
allowing them to jump out of their 
cockpit, hook onto a competitor's 
lane and hijack their flying mount 
efore they can say, “Aw cmon, | was 
using that F16!” 


This gameplay mix undoubtedly 
has legs, proving a cross between 
Just Cause 2 and Battlefield, but rather 
than this game being funded by 
contributions from wannabe players 
via Kickstarter, the funding drive was 
cancelled after tinyBuild secured 
new investment in their company 
allowing them to extend their 
development/publishing am 
beyond just one game. 

Those who had already pledged 
before cancellation were not only 
refunded their money, but tinyBuild 
also sent supporters Steam keys 
unlocking the majority of the 
developer's back catalogue as a 
means of thanking them for their 
support. The inherent classiness 
of this move wasn't lost on the 
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developer's devoted community, 

and the studio even released a 
playable concept build of JetGetters to 
the fans which, as expected, offered 
devilishly good fun. 

A video of the PAX build is can be 
seen above, and while the game is 
still clearly pre-Alpha, there's a good 
nugget of an idea here. Grappling 
other bot planes or shooting them 
down already offers a lot of brainless 
fun, and if you extrapolate that 
satisfaction to online matches 


amerzines 


catering for as many as 20 
promise of JetGetters becomes 
obvious. Especially when you 
consider other confirmed features like 


layers, the 


a Capture the Flag inspired game 
mode, multiple classes, perks and 
more planes. JetGetters will see a PC 
release this year, thanks no doubt in 
part to a fresh injection of cash, and 
we hope its eventual quality reflects 
the promise of what is undoubtedly a 
great multiplayer concept. It's all on 
you tinyBuild, don't let us down! m 


‘Atale of two conflicted football management sims ade 


here is a gluttony of football 
Tinie: Out there on PC 

and consoles, whether you're 
talking about whatever version of FIFA 
EA Canada pumps out any given year, 
the delightfully retro New Star Soccer, 
Konami increasingly down-trodden 
Pro Evolution Soccer and the 
irrepressible Football Manager. Players 
who want to either guide their own 
team to success, enrol as a single 
player or manage a team from 
obscurity to stardom have plenty of 
choices, but when it comes to the 
handheld platforms like Nintendo 3DS 
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ba 


“and PlayStation Vita, those options are 


rather unlimited. 

Thankfully the gaming gods have 
provided not one but two new 
options to play on either of the 
aforementioned platforms, just as 
another World Cup is about to kick off 
First up, there’s Football Manager 
Classic 2014 for Vita which is a 
somewhat po-faced port of Sports 
Interactive's award-winning series, 
and second is the unreservedly 
different and ever-so-slightly kiddy, 
Nintendo Pocket Football Club. Both of 
these experiences couldn't approach 


(FOOTBAL 
MANAGER: 


Rogers a 


the beautful and pecuren limitations, This is clearly something 
complex world of football any more —_Sheffield-based developer Hardlight, 
differently and that’s kind of the point _ in close collaboration with Sony, had 
they are both seeking toemulate _in their minds at all times while 
the challenges of managing 16 developing FM Classic 2014, and the 
individuals and bringing them success care and attention they've paid to 
in their chosen field but both games — squeezing out all the processing juice 
offer an entirely different gameplay —_ from the Vita is clear. Football 
experience. Let's explore how. Manager's database has been ported 
across wholesale and features the 
names of 1,000s of different players in 


When producing software for any leagues and teams from.across the 
closed-off platform like a console, globe, with accurate attributes 
phone or handheld, developers accrued by Sport Interactive's army 


always need to be aware of hardware of volunteer scouts. As a portable 
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50:50 


tool for expanding knowledge of 
players, managers, teams and leagues, 
FM Classic 2014 is a marvel, but once the 
simulation gets in motion the game 
gets bogged down in the details. if 
more than one nation is selected as 
playable, the time between matches 
and day-to-day duties like checking 
news, buying players, managing staff 
and scouting future opponents starts 
to feel like a slog. 

Even if only one nation is selected 
as playable in the simulation 
proceedings still move at a crawl, with 
lots of load waits breaking up the 
action. Another issue is basic usability, 
with the font size proving too small to 
be read comfortably, and that’s 
coming from someone with 20/20 
vision. The foldaway menu, called 
down by a press of the right shoulder 
button, does help to save screen real 
estate but this. doesn't help to dispel 
that hemmed-in feeling. 

} In handheld terms, the Vita's 5-inch 
960x544 resolution screen isn’t small 
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but after spending a few hours with 
FM Classic 2014 , you won't feel that 
way. 

Admirably, Hardlight has managed 
to fit in a lot of Football Manager's core 
features into this port, but at the same 


“Hardlight has 
managed to fit in 
a lot of Football 
Manager's 
core features” 


time it’s impossible not to get 
frustrated by the limitations of the 
series’ simplified Classic mode, such as 
not letting managers orchestrate 
half-time teamtalks or even retrain 
players in new positions. This is FM at 
its most straightforward, and there's 
no option to select the series’ full-fat 
simulation mode, 

Most of this port’s problems, we'd 
hazard a guess, are due to the ability 
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to transfer FM save games between 
the PC and the Vita version (and 


vice-versa), and in truth this system ool = 

works well, It’s just a shame that ° 

Sports Interactive and Hardlight eae cen cota Maras — 
haven't made more of an effort to rerers care 


make this game better as a pure Vita 
game rather than a companion app 
to the PC version. Surely the number 
of people who play Football Manager 
in its unpopular Classic mode state 
and wish to take that experience with 
them on the go, is smaller than the 
number of those who just want a 
good management game on the 
Vita? Yet for some reason, Sports 
Interactive and Hardlight have catered 
for the former audience than the 
latter, and that's a crying shame, as Bon Chorloy + me 4 
ultimately it restricts what Football - Ra’ a [ee a TIED 
Manager on Vita could've been. iat HB [saronam~ Guvetand = ronaas 


Smad 1, Tactics, ‘Vaning 


Team Prayer Set Pieces Penalties Caprans 


| Bondz N'Gala 


Jed Wallace nT fa ja Neay 
Ricky Holmes a a 
||| | hi em ve 0 
Going from a game which has been e © Richards Wye 85s waa | chatoy 


hamstrung by its bigger PC brother to F Suthe 
an all-new title perhaps isn’t the fairest 
comparison in the world, but that 
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doesn't s 


top Nintendo Pocket 


Football Club feeling quicker, more 
enjoyable and surprisingly a 
comparatively accurate simulation of 


22 peop! 


le kicking a ball around a 


pitch. Sure NPFC doesn't have any 
official licensed teams, players or 


leagues, 


ut that doesn't matter as its 


ideally suited to the platform it's on. 
You name your team, design its 


flag and 
complim 


it, and have a full 
ent of players to take part in 


the league once you start playing, 


with opti 


ons to buy new players, train 


up your existing squad, choose from 


different 


formations and whether to 


press the opposition or hit them on 
the counter. There's even the option 
to move up attacking and defensive 
lines on the pitch during intervals. 

These are complex tactical 
management concepts, yet NPFC 
doesn't wrap these options 
up in obtuse menus or frustrating 
load-times, instead the game has 
been optimised for its platform of 
choice with a massive font, 
touchscreen-based controls without 


“This is football 
management at its 
most pure, with no 
real life prejudices 

invading the 
experience.” 


the need for additional button 
presses, and an atmosphere which 
even when your team gets beaten 
0-9 still feels bright and fun. 

Not being shackled to a football 
license actually allows NPFC to be a 
lot more enjoyable, as it isn’t your 
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favourite team’s pride at stake and 
you aren't cursing the in-game 
facsimile of a real-life player 
performing worse than he would on 
any given Saturday, This is football 
management at its most pure, with 
no real-life prejudices invading the 
experience. This is highlighted by the 
game's training mechanic where 
managers use trading cards randomly 
dropped during matches to improve 
their players’ attributes, boasting 
labels like tackling, penalty taking, 
shooting, passing, sauna, massage, 
gaming etc. How much these cards 
improve player ability are a random 
dice roll mixed with the player's 
positional aspirations. Applying cards 
to players involves pedantically 
moving between two different 
menus in a matter of seconds, each of 
which have different music tracks 
which restart with each transition, and 
that's as frustratingly repetitive as it 
sounds, but we'd still take this slight 
pain over FM Classic's tiny font any day. 
There's also a persistent multiplayer 
framework which enables players to 
try their hand at beating other teams, 
even if the opposition manager is 
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offline, which is a really nice touch. 
The game also features international 
tournaments and other Internet- 
enabled features, to compliment the 
existing career mode, which consists 
of guiding your team through several 
ifferent leagues and cups which 
gradually increase in difficulty. 


either game we've talked about in 
this article is perfect, but in our minds 
Nintendo Pocket Football Club is the 
clear winner as it plays to its platforms 
strengths while offering accessible 
gameplay which is easy to pick up 
and play at a moment's notice. This is 
a key factor for any handheld release 
and FM Classic unfortunately doesn't 
have that with its multiple minute- 
long save states and lengthy load 
times. The competitive landscape 
with NPFC is slightly fudged though, 
by the game allowing players to 
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essentially buy more powerful cards 
to boost up the skill of their team’s 
players by pitting them against 
specific teams in friendlies. Make no 
mistake, this is pay-to-win at its ugliest 
and in order to be successful when 


“That revolution can 
only come b 
the ‘Football Daddy’ 
returning fo 
centre stage” 


playing against others online you will 
unavoidably be tempted to pay real 
money for the chance to play against 
these teams - if only to increase the 
abilities of your squad. Yes this 
functionality is horrible, and it does go 
against the game's otherwise happy 
go lucky vibe, especially when you 
see the pound sign next to match 


options, and the need to constantly 
acquire and attach cards to players in 
order to train them in a particular 
attribute does get annoying as you 
spend longer with the game, 
especially as the drop rate of cards 
and their impact aries massively. 
Both games’ failings have led us to 
come to the conclusion that 
handheld football games in general 
need a shot in the arm, and we 
believe that revolution can only come 
by the ‘Football Daddy’ returning to 
centre stage - we're talking of course 
about Sensible World of Soccer. 
The time is now ripe for the Amiga 
classic to make its way to handhelds. 
As recent as 2011, Codemasters 
ported SWOS to Xbox 360, so we 
know they have code languishing 
around in their databanks 
somewhere. SWOS managed to fuse a 
winning match engine with a detailed 
simulation of football across different 
continents without any of the hassle 


of training players or gauging a 
multitude of different stats. Instead, 
all players had was a star rating, an 
ideal position and a simple tick and 
cross indicator for when they put 
talent in the wrong position, and 
that's all the guidance they needed. 
That kind of simplicity is ideal for the 
handheld platform and getting to 
actually play the game yourself by 
controlling players directly would 
undoubtedly be a step up from just 
watching/managing the action. 

We wanted to love NPFC and FM 
Vita but after playing both games 
extensively, all they managed to 
evoke within us was the feeling that 
we wanted to play something else, 
either on a different platform or a 
different sort of football experience 
entirely and that probably tells you 
everything you need to know. 
Handheld consoles need Sensible 
World of Soccer, Codemasters will you 


come to their aid? Se Rye Re 
(SZ Ep oomerzines 
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DLC & UGC Round-Up 


PUB: Webzen 


Age of Wulin: Immortal Legends Mae 


lhe European version of Age of Wulin 
T icon as Age of Wushu in North 

America) saw the launch of a big 
content update this month which added 
new Mongolian invasion events, PvP 
instances, the ability for players to marry 
each other (eww), new skills and more. 
All this new content is great and all, but 
honestly the EU version of this sandbox 
MMORPG is still months behind its North 
American counterpart, which is already 
one expansion ahead. Those from across 
the Atlantic are already enjoying a new 


Titanfall: Expedition 


he first content pack for Respawn 
Entertainment's celebrated mech 


shooter goes live this month. 


bm ia 
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healing class, a scheming eunuch faction 
and an in-game weather system. A launch 
date for those features heading to EU servers 
has yet to be revealed. It always hurts to be 
treated like North America’s poorer cousin. 


PUB: EA 


DEV:/Respawn 
Entertainment 


ETA: May 


Expedition features three maps in total for 
the grand old price of $9.99, which if we're 
being honest is a kind of expensive! Sure 
jy the maps look interesting, ranging 
§ from the simulator-based Wargames 
| to the assuredly giant Runoff, but 
that price, my, my that price. Players 
also have the option of purchasing 
the Season Pass for $24.99 which 
secures access to two more packs 
apart from Expedition, but by the 
mech gods... that price! For the cost 
of three maps, you could get a lot 
more game for you buck. m 


amco Bandai are currently the 
gatekeepers of Toei Anima 
lucrative Dragon Ball Z lic 
whatever reason they seem to have moved 
far beyond the traditions of 2D beat 
like Budokai 3, when it comes to 
emulating the adventures of Goku 
and co. Before playing Hyper Dragon 
Ball Z, we wouldn't have 


sure. An intrepid team of Mugen Z 
modders has shown just how 


ome mods exist to fill a need, others 
rectify what should have been. Los 
Alpha is the former. This brilliant, 


these modern times, and we really hope 
they get permission to continue their 


work on this brilliant release. If you yea 
for classic DBZ combat then this free 
standalone experience is for you! m 


standalone, totally legal (we think) release 
takes the o oncept for GSC 
Gameworld 
upon them 
market comp 
Alpha has been in development 
since 2008 and this month it 
was finally released in four parts 
via ModDB, and the feedback 
has beenvery good. If you want 
to struggle to survive in an 
irradiated C /|, first of all 
what's wrong with you? And 
second, go play this game! m 


GAME ON 


here's a friend of the FirstLook staff that 

T erally, and we mean that, won't shut 

p about Space Engineers — be it what 
fancy feature the incredibly talented team 
have added to the game any given week, and 
how it could be the next big crafting 
phenomenon. Well Joe, if you're reading 
this we want to tell ) things: 
you love space more than any grown man 
should and second, you're absolutely right 
about Space Engineers. Keen Software's 
game is most easily summed up as 
Minecraft in space but it's actually way 


aying to get into Betas is one of those 
things that really gets our blood boiling 


and it’s something t become 


more complex than that, boasting a 
detailed mining component, better visuals, 
weapons, the ability to create space 
platforms, starships with moving parts and 
much, much more. Find Space Engineers on 
Steam and tell ‘em Joe sent you... m 


mo d more prominent in the games 

industry as of late, especially for competitive 

PvP titles. Thankfully Magicka: Wizard Wars 
comes off that list this 
month, with Paradox 
Interactive finally dropping 
the pay wall, allowing more 
players to try out the game 
than ever before. Hopefully 
this move will mean that 
servers stay full, ensuring 
that 10-minute waits for 
matches finally become a 
thing of the past. = 


overdue kudos for singlehandedly 

keeping the future hovercraft racer 
concept, uh, thingy alive and this month 
we're continuing that trend! Why are we 
continuing to write about QR when everyone 
just seems to give it a polite nod and 
browsing the rest of the interweb? Because, 
‘Negative Nelly’, they keep adding new 
tweaks to the game, eliminating more lag 
spikes from the experien: mproving 
the core race controls. Additionally, the 
German developer is also considering making 
a separate single-player version of Quantum 


| ast issue we gave GameArt some well 


kay, we'll admit it. We had no idea 
where to put this announcement in 


this month's issue of FirstLook, but it 
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Rush to eliminate lag from the gameplay 
equation forever. Why? A better question 
would be, why not? That's the kind of 
developer we're dealing with here. 
Innovative to the last. m 


was so huge it had to go in somewhere. 

Epic Games are working on another Unreal 

Tournament and it'll be released to fans for 
free later this year! And when we mean 
free, we aren't talking about 
microtransactions or any of that junk. This 
new Unreal Tournament will be 
developed in collaboration with fans, 
who can add new weapons, maps, 
modes and code to the game by utilising 
the vanilla toolset for Unreal Engine 4. 
Think of it as a new Unreal Tournament, 
only with fans doing the grunt work. As 
long as the Bombing Run match type 
returns we'll be on boar 
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